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ABSTRACT 

.J^^^ curriculum guide, designed for use with migrant 
students, provides oral language activities in listening 
comprehension, critical listening, oral expression, and vocabulary 
development. The activities within the four broad categories are 
divided into the following specific skills: (i) simple directions; 
(2) complex directions; (3) main idea; (4) sequence; (5) relevant 
details; (6) cause and effect; (7) comparison and contrast; (8) 
inference; (9) propaganda techniques; (lo) fact, opinion, and 

"^^J"*** '^'^ television; (13) storytelling 

time; (14) describing; (is) discussing; (16) reporting; (17) 
retelling; (18) giving directions; (19) self-expression; (20) 
storytelling; (21) retelling for entertainment; (2k) nouns; (23) 
pronous; (24) verbs; (25) adjectives and adverbs; (26) prepositions; 

31 Trll^^'^''^' ^'^^ categories; (29) synonyms; \3i)'^a^?Snjis; 
(31) multiple meaning words; and (32) figurative language. The skills 
in Che guide are correlated with the numerical coding of the Migrant 
Student Record Transfer System oral Language Skills Lists. Each 
activity page includes the skill name and number, an obiective, 
directions, and follow-up activities. Activity pages are illustrated. 
With many pages suitable for reproduction for classroom use. IKS) 
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Mnltiplyiiig Rabbits 



pfamd fat tfw iMrts 

1. Find a red pencil 

2. Touch your toes. 

3. Squat down. 

4. Write your f Iret name 
on the chalkboard. 

5. Qlve one friend a hug. 

6. Raise your right hand. 

7. Show me your 
index finger. 



5j 



Oli|Mlivcs 

The student will follow a one-step oral Instruction. 
Directions* 

Divide the students into two teams. Give each team a "rabbit" puzzle with 
each member of the team receiving one piece of the puzzle. Choose a strip 
of paper from the magician's hat and read it to a member of one of the 
teams. When the student has correctly performed the task as Instructed, he 
contributes his piece to his team's puzzle, and then the other team is given 
a turn. The activity continues in this way until one team completes a 
"rabbit" puzzle. 



FolioiVMip Adivitii 

1. l-lave the student draw a picture from oral instruction. He must listen and 
follow directions step by step. Sample directions: Draw a house. Draw a 
tree next to the house. Draw a cat In the tree. 

2. Have the student color his picture from the oral directions given; for 
example, color the house pinlc. 
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Who*(K«»*o's Following Directions? 

Olijective: 

The student will follow one-step oral Instructions. 
Directioiis: 

Have the student take the felt shapes from the pocket folder and follow the 
oral directions indicated below: 

1. Place the large felt shape containing the "x*s" down first. 

2. Place the shaded shapes with blue "x's" directly over the blue "x's" on 
the large felt shape. 

3. Place the white circles over the blue "x's" on the shaded pieces. 

4. Place the blue circles In the centers of the white circles. 

5. Place the triangle shape over the two black "xx's." 

6. Place the three half circles over the black "x." 

Foilow-ap Activities: 

1. After the student has completed the activity, have him give from memory 
the same oral directions to another student who will then complete the 
same picture. 

2. Select one student to be "Wise Owl." Using the traditional format of the 
game "Simon Sez," Mwe the "Wise Owl" give oral Instructions to be 
carried out only if preceded by the phrase, "Wise Owl says." 



Color all the shapes with an "A" red. 
Ck>lor all the shapes with a "3" yellow. 
Color all the shapes with a "C" blue. 



Coded Color 



Objective: 

The student will perform a task by following a one-step oral Instruction. 
Directioiis: 

After giving the student each of the oral instructions shown above, have him 
color the picture. 

Foliow-np ActMtlcss: 

1. Have the student code a simple picture from a coloring book and then 
give a series of one-step oral instructions to another student who will 
color the picture. 

2. Have the student create an original design and code it for coloring as in 
the activity above. 

3 



Direction Dance 



Ol^ective: 

The student will follow a one-step oral Instruction. 
Directioiis: 

This activity requires three participants. One person, usually the teacher 
operates the spinner and checks responses. The other two players stand 
facing each other at opposite ends of the playing surface. Each participant 
should place his feet on two of the blanic shapes directly In front of him. To 
g begin Pjay, the spinner spins the arrow for player number one. If the arrow 

SO points to the circle with "right hand" written on it, the player must find a 
C f lrnt foM««^!?*^ '^^^^ ^^""^ 2" P^^y continues, the players take 
turns following the same procedure. It Is necessary to keep both feet and 
hands In previous positions with only one limb stretching at a time. Note 
Q the example shown above. The play continues until one player loses his 
w balance and touches the playing area with another part of his body or until 
one places his foot or hand on an incorrect shape. 
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Copy Cats 



Objective: 

The student wHi follow two or 
more steps of oral instruction. 

Difectioiie; 

This game is similar to "Follow 
the Leader." The teacher gives 
verbal Instructions such as, 
"Clap your hands and meow 
like a cat." As the teacher 
demonstrates each task, the 
students must copy her. 

Fottofv-iip ActMtiee: 

1. Select a student to be 
leader. Play the game as 
suggested in the activity 
above. 

2. Use a recording of the song 
"Hokey Pokey" and have the 
students follow directions 
as given. 



Red and Bine 

Objective: 

The student will follow two or more steps of oral Instruction. 



Dir«ctk^M: 

Divide the class into two teams and color code them red and blue. A 
student from the red team comes to the front of the class, calls on a stu- 
dent from the blue team, and gives him an oral direction; for example, 
"Mary, pick up the red pencil, say 'hello' to Bob, and walk backward to your 
desk." If Mary performs the task correctly, she receives five points for her 
team and goes to the front of the ^^iass to give directions to a member of 
the opposing team, if she does not successfully complete her task, she sits 
down and then the student from the opposing team receives five points and 
may call on another person from the blue team. 



Foliownp Activities: 

1. Have the winning team make up directions to give the losing team who 
will find a hidden object. 

2. Have a student come to the front of the class, blindfold him and then 
give him directions similar to the following: "Walk two steps backward 
and one step to the right." 
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Going Batty 



Oli^^cllvcs 

The student will follow two or 
more steps of oral Instruction. 

Dircctioiis: 

This game is played with three 
people. One Is designated as 
the card reader. In alternating 
turns, have each player roll the 
die and move the number of 
spaces indicated. When the 
player lands on a bat, he 
draws a card and gives it to 
the reader. The directions are 
read orally, and the student 
who drew the card acts 
accordingly. A student may 
draw only one card per turn. 
The first one to reach the end 
is the winner. 




Swnple t«t 

for roprodnction 



SwBplo ImM cardo 



1. Move your opponent back three 
spaces and go forward two spaces. 

2. Give this card to your opponent; 
opponent, go forward one space. 

3. Go to the same space you are now on 
In the next row and move your 
opponent forward three spaces. 

4. Move your opponent back two spaces 
and move your marker forward one 
space. 

5. Go back six spaces and forward two 
spaces. 

6. Go back two spaces and lose your 
next turn. 




**IAkA Blily, your mcMtar ocmtng! Sim to gains to 
mad If ^ finds a g^ffe In your romv TMs 
what well da The gtrafte can edt on the bad and th^ we 
POT put the tern over hfs hei^ Wall t^l your mom thai 
we're g^ng to camp In hera tcmtghL** 

& Acamplngtrtp 

tx hoping moth^ 

a Hhting a giraffe 



DONT €»t with yoitf fingars. OONT drop fOiff dothes 
on the floor. OONT hit your slater. DONT f^get to take 
a bath. DONT touch the pia Does wycme have a DO 
that I can do? 

a Finding something to eat 

b. Too many OONTs 

c. DONT forget my party 



Vme la scmteone behind me that has t)een following 
me around ail day Img. hte Is much blgg^ than I am but 
rm not afraid When I ^ he sita on the floor, Whm 1 g& 
to bed ha stoeps on the wall. He la my shadow. Look 
around^you might haw one too. 

a AfraM of ahadows 

bi Someone who foltows me 

a Sle^ng on the floor 



Loud And Clear 

sidii^eo 




Olilective: 

The student will listen to and relate the main Idea of a story. 
Directioiis: 

Provide the students with short stories, such as the ones above tal<en from 
Drawing Conclusions, a Frank Schaffer publication. Put ail of the main Ideas 
of the short stories in an envelope. Have a student choose one and read It 
to a classmate. Have Uie students use a transmitter made from tin cans and 
string. After listening to the story through the receiver, the classmate gets 
to tell the main idea of the story. 

Fottow-np Activities: 

1. Provide the student with an editorial from a current newspaper. Have the 
student read It to the class as If he were a newscaster. Call on another 
student to recap the story by relating the main idea. 

2. Choose another article to read to the student and have him provide an 
appropriate title. 

ERIC 1 0 



Being a pencil isn't mucli fun. Ctiildren itold 
me 80 tigiYt i just al>out ciioite. They bang me on 
tlie table and drop me on the floor. Some 
children even eat my eraser. I would much 
rather be a pen living In a pocket. 

a. A tight squeeze 

b. Eating erasers 

c. A pencil who wanted to be a pen. 

The student will listen to and relate the main Idea of a story. 
Directions: 

Draw a grid as shown on a shower curtain or on several sheets of butcher 
paper. Divide the class Into teams designated X and O. Select short stories, 
such as the one above taken from Frank Schaffer's Getting the Main Idea. In 
alternating turns, have a member from each team listen to a story and give 
the main Idea. When a team member Is correct, he claims a square. The first 
team to get three in a row wins. 

Follow-np Activities; 

1. Have the winning team Identify the sentence in each story that relates 
the main idea. 

2. Read the student a poem, such as "Bed In Summer" by Robert Louis 
Stevenson. After listening to each stanza as it Is reread, the student will 
tell the main idea of it. Be sure that there is a thorough discussion of all 
stanzas; then have the student relate the general Idea of the entire poem. 

O 11 
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Tic-Tac Main Idea 




{acit and 



Bremen 



[SKUA'S 

^^brtfy. I ®^Pffefstf her finger. 



Hennas so I 



fte'"''* mate ten 7; 



Fairy Tales 



SkOte ^60, 120, 160 



Faify ^ siatemsris am tafcan From Msffiftg Kids Qick, vvrman by Und6 Aston and A^aen 
Osnt^. Qocxfyear PuMsht^ 



Objective: 

The student will listen to and relate V . main Idea as well as the cause and 
effect of a fairy tale. He will draw conclusions based on the Information 
given. 

Dfreetioiie: 

* 

Put the above fairy tales on tape or read them aloud to the students. On 
each page, there are two cards iilustrating one of the listed sidils. Work on 
one skill at a time. When the students are familiar with the fairy tales, pro- 
vide them with toitens and a card. The object is to see who can match the 
most tokens to his card in a given amount of time. Continue the game until 
all three skills are covered. 
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Main Idea 
Cards 
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BESTCOPYAVMUBLE is 
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Drawing 
Conclusions 
Cards 




Skiii^M 



Oli|cctlv€ts 

The student will relate the most important main thought or idea. 
Diredioiies 

Provide two or three students with tongue depressors containing three 
choices of main ideas for each short story. An example is shown above. 
Read aloud the story recorded above and the stories on the next page. 
When the student feels that he is holding the tongue depressor containing 
the correct main idea written on it, he must "stick it up" and read what Is 
written on the tongue depressor to the class, if the student Is correct, he 
receives a point. The student with the most points after all the stories have 
been read Is the winner. - * 
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Stories for . . . 
Stick *em up 



•Whes dWy. So at 

^ to my never betteve thte. 

1 know «ny i^lWpfl . 

^f#hc8cl8thcmoln Idea .• 
^e^flKto^esSc^^ .^Hoodandaot-V- 





The peanut butter 



*Storles taken from "Making Kids Click' 
by Linda Polon and Aileen Cantwell. 
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ff«#^>^V what 
is for— 
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The Sentence 
Sequence Shnffle 



Skill o«80 



Ol^ective: 

The student will relate ideas which foitow one another. 
Directions: 

Divide the students into two teams. Orally give each team member a 
sentence or phrase from a paragraph ats illustrated in the example. At a 
given signal, the students must shuffle themselves in order to mal<e a sen- 
sible paragraph; record the amount of time it taltes each team to do this. 
After three more rounds, the team completing four sensible paragraphs in 
the least amount of time is the winner. 

Foiiow-np Activities; 

1. Show a filmstrip of a fairy tale and then have the students recount the 
events in sequence. 

2. Have the students dramatize the story from the filmstrip. 

■:3 
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Scramptioiis 
Sequencing 



Directive: 

The student will relate ideas 
which follow one another in 
specific order. 




'What Ym Itaal to Main tfit Coolte Dm^ 



Vk cup sugar 
istlok butter (4 00.) 
loos 

% cup flour 

Vk toaspoon vaniila 



Mixing bowte 

Mtamrlng apoons 
Cpckla ahMt 
Measuring cups 



Party Cookies 

*Wtat tu Do to BMw tfia CcNAle Dough 
3k» How at 81 9sa» arMtfi taa ^^^^ bowf . 

4. A«tft(i»nouran0th*vifiUlft.Mbitoffw 



of itott^ onto tfio oooit to 
lUFO ypu foiio iptooi ^ 
YcMi oifi ciitfio tto oookico 
ft. Hsvo Ml oAilt hffn Oio 
tMipimtiifo ol 3^ 



Of 

Sot 




Get a teaspoon. Drop rounded teaspoons of 
dough onto the coofde sheet. Make sure you 
leave spaces between cookies. You can make 
the cookies large or small. 



fNowgetaneoo n ^r-*-*-.^ 



li22^?« spoon. 



DirectioM: 

On the next few pages, students may find simple recipes to follow. Some 
recipes are more complicated than others. Cut the directions into strips 
such as the ones above and glue them onto paper. Mix up the sequence and 
read the directions to the student. After hearing the complete directions, the 
student must verbally recount the recipe in its conrect order. For a group ac- 
tivity, write the directions on larger tagboard strips. 



'Recipes are taken from Goodtlme Cookbook, copyright 1973 toy Xerox Corp., MIddletown. CT. 



WbitVottNicd 

ettpmUlt 
2 t< blf >pootn ipfllow fwuitwrd 
yk cup QfVM ChMli 

8>t0 fmnkfttflM 

ItMng bowl 



Tablet imlte) 




* Stuffed Frankfurters 




Whet to Dd 

1. Kavt ftfi ttfttit turn on tht oven. Oont 0o ft yourselft Sat 
ttw OHMt ttmporvhirt At 400 ckionMS. 

2. Pt&o«tomcrteli»mm«p{a«tlobto.Cnitntiw 
craokm wttft ypur hmto. PMir ttw craelm tmo « 
metsurtno C^vsh somt mm oraotoa. PtH tti« 
maawing cup thrm qtwfm fiiti 

X ftHff tft« cmcictf wwmbt, mUk, mvstani, mt cTimm into 
• mtefng b9wl. Stir tmt stir. 

4. Mato«i«n9tiiwi9tetit intotrittopof •tehfrwltfi^ 

5. Opan the cut and UK wtth tf» erackar mixtuia. 

& Put tha stvffatf franls aKta by altfa on a eoofciaafiaat. 
7. Ptaoa fraRkfurtsra In tbe ov<m. Baha fior 20 mlnytea. 

Safva frankfuftars with kalotiup, muaiartf, raflah, etc. 



Scrumptious Sequencing 



'Orange Ball Delights 



WfiatYooKfcd 


Whet to Do 




1. 


Put soma vanilla waf^ eookiea In a small plastic bag. Crush vvafars 


1 cup emahad vanilla wafars 




artth your hands, Pour tha onishod wafars Into a maaauring cup. 


H cup grated eooonut 


2. 


Pw ttva cruaM wafara into a mixing bowl. Add iha eoconut and 


% eup powdarad giiqar 




augar. 


cup frozan oranga |uica concantrata 


3. 


Pouf In tba oranga luloa. 




4. 


Msko sura avafytbing la wall mixed. 


Maaaurfna ovpa 


5^ 


Now maka aoma amall balla. 


Maasurlng spoons 


8. 


Roll tba baila in a dish of powdarod sugar. 


MIslna bowl 


7. 


Slora tha balls in a covarad |ar ovamighi 



Makes about 38 oranga balls. 



* Fruit Shakes 



WlMtYooTUfcd 
2 cups cold luico 
H cup powdar od milk 
H taaspoon vanilla 
lea cubes 

Maasufing eupa 
Measuring spoon 
Plastic ahakar 



Wh«t to Do 

1. Pour 2 cups lea cold lulce into a ^akar. tisa your tavoflta Julco. 

2. Put a eup powdered milk into a ahakar. 

3. Add taaspoon vanilla and some Ice cubes. 

4. Put tha top on tha sh^titar . 

5. Shake it up. Shake It Ilka mad! ^ake everything until amooth. 
a. Pour Into tall glassaa. Oamlah with whipped cream If you like. 



*Pac(pes are taksfi from 

Gopyri^ 1973 by Xerox C3ofp.. 
MkkBetown, Ccxin. 
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What You Need 

8-ounee package cream cheese 
2 tablespoons milK 
1 can tuna fish 
ounce) 



Measuring spoons 
Mixing t>owis 
Fork 





*Tuna Cheese 
Sandwiches 

Makes 4 BIG sandwiches 




Scrumptious 
Sequencing 



What to Do 

1. Put cream cheese into a mixing bowl. 
Z Add the two tabieapoons of mHk. 

3. Mix everything. 

4. Open can of tuna fish. Drain iiquid. 

5. Put tuna fish into the bowi and mix. Spread 
tuna-cheese on bread. 



•Tasty Toast Topper 



Wh«t YooNcfrf 

3 tfttMdftpoona r«(8lR» 

S t«t»le9^oon» pwTCit butter 

2 fablospoons oran^ juice 

Mf«»rt0 bowl 
lleasunnQ spoons 
Wbodonapoon 




WhsttpDo 

1. Mftasun^ overythins »ntf pvt Into « smftti mixmg bowt. 

2. 8tlr mtl 

3. Sprsad on hot toast. 



3 tmpcMm «" 1 tabtespoon 

2 tablcqKKmt ^ 1 ounce 

4 tflMcquKuia » V4 cup 

1 cup • 8 ouncM 

2cup0 ^ I pM 

4 ctqM • 1 quan 

1 stick buitm ^ cup buftof 



^Recipes from Qoo(ttlme Cookbook 
c(^yffght 1973 by Xerox Corp.. 
Mkftffeton. Conn, 



•Raspberry-Orange Pops 






What You NmhI 


What to Do 






1. Pour raspborrles Into a miicino ttowt. 




lO^unee pacliaQe frozen raspb^rrle) 


2. Crush raspberhaa with a spoon or fork. 




1 cup orango |uice 


3. In 1 cup orange Joloo. 




4 or S paper cups (3Vk or 4-ouncd size) 


4. Stir everything up. 




4 or 9 woo^^ sticks 


5. mixture Into small paper cups. 






a Put the cups In the refrtperittor.freezer. Place a woo^ 


m 


Mhvlno Spoon 


stick In each cup as the mixture begins to freeze. 




Mixing bowl 


7. Prsete until hard. 




Msaaurlng cup 


When youYs ready to eat the popsieie fust rip off the pa 
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sun #100 
Objective: 

The student will listen to and identify details wh<cii support and develop the 
main Idea of a paragraph. 

Dlseclloiie: 

Let the student listen to the selection above. After establishing the main 
Idea of "panning for gold/' have the student describe details which support 
and develop the main idea of the selection. After a thorough discussion, the 
student may gather his own information about gold panning and present It 
to the class in the same manner. 

Folkiw-np Activitiee: 

1. Read to the students a paragraph containing such details as dates and 
names of people and places. Ask questions which require the students to 
recall those details. 

2. Discuss an Important story from a current newspaper. Have the students 
describe the supporting details. 

22 27 




Cause And Effect Express 

Olijoistivss 

The student will relate the cause and effect of an event 
from a sentence. 

Directioiis: 

Have the students stand in a single line. The first child is 
the "engine/' and the last one is the "caboose." Read 
sentences aloud simitar to the ones above. The first stu- 
dent to give the correct cause or effect changes places 
with the one in front of him. The object of the game Is to 
become the "engine'' and to maintain that position the 
longest. 

FoUow-np Activities: 

1. Verbally assign a cause or effect to each member of the 
"train." At a given signal, the "cars" must arrange 
themselves in appropriate pairs. 

2 Play a recording, such as "Whenever I Feel Afraid" and 
have the students identify causes and effects found in 
the lyrics. 

'Sentences taken from Makfng KHfs Cfick, a 1979 Goodyear Publishing Co., inc.. publication by Aiieen Cantweli 
and Linda Polon. 



23 




Just look at Harry so sad and so gium. 

His jaw Is worn out from chewing too much gum. 



Cindy ate ortly candy and sweets every day. 
Now she*s got cavities that will not go away. 



Laurie stays up tilt midnight, sometimes till two. 
That's why her eyes are red, white, and blue! 



Samuel eats his Sweeties each day. 

He wants to get strong and healthy that way. 



Clumsy Cornelius stepped on a tack. 

He jumped through the celling and never came back. 



EFFECT; He jumped through the celling. 



A Chicken With A Cause 
Bfakes An Effect On Its Egg 



Skin n20 



Objective: 

The student will relate the cause and effect of an event from a sentence. 
Dttectioiies 

At least three students are needed for this activity. One student is chosen 
to be the "rooster"; he Is provided with "egg" cards, such as the ones 
shown above. The cards contain sentences that state a cause, an effect or 
both. Each player places his marker on "start." The rooster reads an egg 
card to the players alternately. I' the player can identify the cause In the 
sentence, he says "chicken" anc« states it. If he can Identify the effect, he 
says "egg." If one response is correct, he moves his marker one egg space. 
If both are correct, he moves three spaces. The game continues until one 
student reaches "stop." 



A Chicken With A Cause 
Makes An Effect On Its Egg 
Gameboard 




Chicken s Cause 
Effect s Egg 
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It Bears Telling 

Skill ^120 
Objective: 

The student will relate the cause or effect of an event from a sentence or 
story. 

Directions: 

Make bear masks similar to the ones Illustrated above and place them on 
tongue depressors. One student is the "Bear of Cause/' and the other is the 
"Bear of Effect." Give a verbal sentence in which either the cause or effect 
is omitted; the designated bear must complete the thought with a relative 
response; for example, "Bobby Bear was in trouble when " 

FoUow-ap Activities: 

1. Describe events from "Goldilocks and the Three Bears" and have the stu- 
dent determine whether each event is a cause or an effect. 

2. When the principles of cause and effect are thoroughly understood, have 
one student select a fairy tale and then Identify the cause of the main 
event of the story; have another student describe the details of its effect. 





Coiniiare The Pairs 



Oliiective: 

The students wilt relate similarities and differences in objects. 
Directions: 

Divide the students into two teams. Give each team the same set of words 
to compare; some examples are shown above. A member from one team 
begins play by stating that he is giving a similarity or a difference and 
makes the comparison. A member from the other team using the same pair 
of words follows the same procedure. A point Is earned each time a correct 
response is given. Alternating between the teams and using the same set of 
words, the action continues until no more comparisons can be made. The 
team scoring the most points wins. 

Fonon^ap Activities: 

1. Have the students compare people such as two presidents, two baseball 
players or two musicians. 

2. For extra fun invite twins, identical or fraternal, to your classroom. If that 
Is not possible, invite sisters or brothers and have the students note their 
similarities and differences. 
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The Taste Test 



Oiiedhre: 

The student will relate 
simiiarities and differences 
noted In edible objects. 

Diffcctioiie: 

Provide the students with 
several choices of Items, such 
as cookies, candies, crackers 
and peanut butter; have them 
conduct a taste test to verbally 
compare the simiiarities and dif- 
ferences in the Items. 

FoUrahop Activities: 

1. Blindfold the student and 
offer him several products for 
tasting. Have him state 
obvious similarities and dif- 
ferences and then rate them 
according to his preference. 

2. i-lave two students who own 
the same type of pet, such as 
a dog or a cat, compare their 
pets' taste preferences. 
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Time For Toys 



suan*9 

Oll|MtiV4K 

The student will relate similarities and differences in objects. 
Disrecstioiies 

Have each student bring his favorite toy to class. Begin a discussion of 
. similarities and differences among the toys by asking the students ques- 
tions about them. Encourage the students' own observations about the 
similarities and differences. 

Fonow«p ActMtlee: 

1. Have one student describe a room In his house. Have another student 
describe the similarities or differences of that room to a similar one in his 
own home. 

2. Have two students write their own Impressions of a birthday party and 
then give an oral account of it. Hold a group discussion, noting the 
similarities and differences in the two interpretations. 

^ BESTCOPYAViyUSLE 




REPUBLICAN 



DEMOCRAT 





Poll The Difference 



8 



8 
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Sldll^MO 
Objectives 

The student will identify simiiarities and differences in the two politicai 
parties. 

IMrections: 

At first glance, the two major parties of our political system may seem to t>e 
at opposite ends of the political sticic* Open a discussion of some of the 
obvious differences and similarities in the two parties. 

Follow-itp Activities: 

1. Have the students research both political parties and draw further con- 
clusions about their similarities and differences. 

2. Have the students research election policies found in a democracy and in 
a dictatorship and then discuss the differences between the two. 

as ^ ' 
as 




It is Easter. 



The Bear Says 



It is 

Christinas. 



\ 





\ 

It is --^ 
Halloween. 



O1ijcctiv0s 

The student will draw conclusions from information presented. 
Dirociioiiss 

One student acting as "bear" gives these sayings orally while ^^nother 
student draws an appropriate conclusion. With a correct response, the 
student may place the relative symbol on the bear's head. 

The bear says the following: 

1. There Is an eerie crispness In the air. People are dressed in funny 
costumes, and there Is an abundance of goodies. 
Conclusion: It is Halloween. 

2. Children are all dressed In their Sunday best, and brightly colored eggs 
are found behind every tree. 

Conclusion: It is Easter. 

3. There is a Jingle here and a Jingle there, and people are rushing every- 
where. 

Conclusion: It is Christmas. 
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The eat waa sunnlno Itaelf In the baekyanl. Suddenly It liegan Qrowlinp. The halie 
on Ite bftoic stood up on end. 
The ott pfotMibly tew t: 
a. bird {gdog cladybuQ 



Mat and Nat look the same. People cannot tell them apart. They were tx>m on the 
same day. 

You can gueta that Mat and Nat mm 



a father and aon b. coualna 



^twins 




'Hliia proceas of formino opinions te very 
complicated. Often you can come to conclu- 
sions about thinoe even when the Idea Is never 
dearly stated. When you do this with written 
material, it la called '"reading betwen the lines.'* 
A more formal name for reading between the 
lines is fnf9rence. 



"This Is scaryl** said Tom. "The wicked witch is turning 
everyone into frogs. Oh, oh. She )ust zapped that boyi 
Now he's a green frog with pink polka dots." 

Tom tofmMMMy: 



a vistting the 200 

(Qwatching a movie 

0. sitting In his classroom 



Reading 

Betiveen The Lines 



**O.IC This Is the big day/' Jonathan Bird said. "First I 
flap my wings very fast. Then I take a running leap off 
this branch. WcMI. here goes! Blast off!" 

Jonathan la probably: 

a building a nest 
b. learning to Jump 

{^learning to fly 



skiume 

OI4cctive: 

The student wilt draw a conciusion based on the information presented. 
Directioiis: 

Encourage students to "read between the iines'' by having them draw con- 
clusions from the excerpts taken from Frank Schaffer's book Drawing Con- 
clusions. Have four students stand in front of the class. Read each student a 
paragraph along with the three conclusions. If the student can give the cor- 
rect conclusion, he remains standing, if the student cannot, he must sit 
down and another student may take his place. The student who remains 
standing the longest is the winner. 
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Mpypti. 
1 SmMtey nt (dsippMr, too. 



2. i toniuitfinnte oome in <stfftr9fit 

3. I cktn fTWvt ftitt ff you nttho tne. 

4. I itM thiiiga together, 
ft. i cin etfflQtt. 



An <rt^enence It a 
statement about 
the unknmmt made 
on the basis qf the 
knoum; this ts oftm 
catted an,., 
"educated guess," 



An 

Educated Gness 



M. f hmrtdges. 

2. if you took et me ctMsty. you 
oan m I oofiw in dttfewit 



^ i OOT bo put Ntto tttlnge. 

4. You een esrry me in your 
pocket 

5. Mgny people (oee m. 

a You een turn mo Mt end rtght. 
7. You een get mto thirtpe wtth me. 



M. Smitlmet It tooke like rm 

oryfn9> 
2. itovetobeequeesed. 

S. i fievo a tot of meil hotes efid e 
few lefQO hoiee In mo- 

4. I o«n tiokt comething In mo, 
ttien I oen let It 90. 

ft. I CM t)o Rtturel or men-mode. 

& I meke thinge oleener. 



*t. I oen meke you noet. 

2. Some people tlHnk my teeth 
need doenh^ 

3L S om e ti mes you oen pert wtth 
mo. 

4. I CM tM kept m a puree or m 
pocket. 



SIciil #160 
Objective: 

The student will draw conclusions from Information presented. 
I>irectioiio: 

Divide students Into two teams. Have one student read the riddle written on 
the bag. Examples are shown above. The other team must try to guess what 
is in the bag. The team scores three points If It Is guessed on the first try 
but loses a point with each additional guess. The team with the most points 
after a given period of time Is the winner. 

FoOow-np Activities: 

1. Have the students tell which clue helped them the most in guessing the 
object. 

2. Have each team make up its own riddles for objects to be placed in the 
bags. 

*aues taken from Making KhJs aick. Written by Unda Polon and Moon Cantwell. Goodyear Put)list>lng Co.. inc. Santa Monica, CaNfornta. 
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BESreOPY AVAILABLE 



Plrodui:! Propaganda 




SHU nso 

OliJecCive: 

The student will recognize the foiiowing propaganda influences: stereo- 
typing, the testimonial and the bandwagon. 

Directioiiss 

To prepare the cards for this activity, cut out advertisements from 
newspapers and magazines and paste each on a card. Write on the bacl^ of 
the card which of the three categories it represents. Examples of the cards 
are shown on the next page. Show one advertisement to the first member of 
two teams. If the team member correctly identifies the propaganda 
technique, he receives two letters from the word propaganda. If he is in- 
correct, the turn passes to the other team which receives one letter for a 
correct answer. Each new card alternates between the two teams. The first 
team to spell propaganda wins. 

34 
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No Place 
Uke 



Examples 
Of Cards 
For Product 
Propaganda 



Stereo 



typing 



mm 



PoyhcUbrf«r« lamest 



'So/ 



Bode Of Can* 



StereotypinS 



Me 



5ooct 
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BESTeOPYAViULjlBLE 




And Now A Word From Our Sponsor ... 



Oli|cctlvc* 

The student will persuade someone to adopt or support certain ideas, 
attitudes or actions. 

IMffiictlons: 

Propaganda is all around us, especiaiiy in advertising. IHave a thorough 
discussion of the techniques of propaganda, such as the bandwagon, 
stereotyping, and the testimonial, in an effort to persuade others to use the 
imaginary product, have the student design the pacltaging for it. 

Fottoiv-tip Acthritiee: 

1. Have the student prepare a TV commerciai to sell his product. 

2. Aliow the student to dramatize his commercial and to video tape it if 
equipment is available; conclude with a discussion of the effectiveness of 
the commercial. 
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You Be The Judge 

Objective: 

The student wiii determine whether something 
heard is fact, opinion or fantasy. 

Directione: 

Have a student choose and read aloud a statement 
printed on one of the gavels; then that student must 
ask another student to tell whether the statement Is 
fact, opinion or fantasy. That student In turn will 
follow the same procedure by choosing a new state- 
ment or by making up one of his own. 

FoUow-ap ActMtiee: 

1. Have each student, using a current newspaper, 
select a letter to the editor. Have the student 
evaluate each sentence as to fact or opinion. 

: Have the students compare and discuss the 
ways two letters to the editor, written on the 
same subject, differ In their opinions. 



Joints join your bones together. 
A toad can give you warts. 
Gtris are more ticklish than boys. 



FACT 
FAI^ASY 
OPINION 



Hot Diggity Dog 



m 



SkiU'^OO 
ObJ^rthre: 

The student will determine whether something heard Is fact, opinion or 
fantasy. 

Difec^otts* 

Any number of students may play this game with one student being 
designated as "Top Dog." Cards are made following the examples above, 
and the gameboard on the following page may be used. In alternating turns, 
have "Top Dog" read a card to each player who then must tell whether the 
statement Is fact, opinion or fantasy. If the player Is correct, he moves one^^ 
space. The game continues In this fashion until one person reaches Stop. 

38 43 




Hot 

Diggity Dog 
Gameboard 
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School Feud 



Olijective: 

The student will determine whettier a statement Is fact, opinion or fantasy. 
Directions: 

This activity Is played using the general format of "Family Feud" with an 
emcee and two teams. Compose a list of suitable statements similar to the 
ones above for each grade level. Each statement will be evaluated as to 
fact, opinion or fantasy. Team "A" begins the game; the first player on that 
team will have ten seconds to give his response. If that player Is correct, his 
team receives 25 points; if incorrect, a player on team ''B" may give the 
answer within a five second time span to receive ten points. The first team 
to receive 150 points Is the winner. 



40 



45 



At The Hop 



Objectives 

The student will choose a record to listen to for enjoyment. 
Dlfedtones 

Have a classroom "sock hop." Ask the students to bring their favorite 
records from home. Have someone play each record. When the student 
hears his selection, he must lead the class In a "new" dance step. 

FollonMip ActMtless 

1. Have the students, using the same records from the above activity, listen 
to each song and Interpret its meaning. Then have each student write his 
own interpretation. 

2. Have the group decide who wins the title of "Best Interpreter." 



i 
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Name That Tune 

The student will listen to music for enjoyment. 
Directione: 

Select some records from your local media center and make a tape record- 
ing of the first ten seconds of numerous records. Write the name of each 
tune on an answer sheet. Divide the class Into two teams and play the tape 
to see who can be first to "name that tune.'' 

Follow-np Activities: 

1. Have each student bring his favorite record to class. Record up to 60 
seconds of each record to make a medley. Take a vote and title the 
medley. 

2. Have a student, using a push-button phone, call another student and play 
a simple tune on the telephone. The following example Is given: 

Happy Birthday 

112 1 « 6 

Hap-py birth-day to you 

112 1 # 3 

Hap-py birth-day to you 

1 1 « # 8 4 1 

Hap-py birth-day dear (na-me) 

' # 6 4 2 1 

Hap-py birth-day to you. 
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Airband Fever 



The students wiii listen to music for pleasure. 
Difcctloiis: 

This is a fun activity that helps students develop an awareness of rhythm, 
pitch and lyrics. Have the students work in groups; they must choose their 
songs and decide who will play which one of the instruments they have 
made from cardboard. For added fun, have them make up names for their 
airbands. When the students play the records they have chosen, have them 
"mime" the worJs and "play" their instruments In time to the music. 

Follow-up Activities: 

1. Have a "Jam Session" with all of the airbands participating. The airband 
that "mimes" the best wins the "Jam Session." 

2. Invite a discussion on the origin of bands. Have students participate by 
sharing their feelings about their favorite bands, musicians and musical 
instruments. 



Rate That Tune 

Skill mo 

Objective: 

The student will listen to music for pleasure. 
DirectioMS 

Have the students bring their favorite records to class. Set up your own 
"Rate-A-Record" listening center with phonograph, listening phones, and 
rating sheets. Have each student listen to each record and rate it on a scale 
irom 1 to 100. 

FoUoiMp Activitiee; 

1. Appoint one student to be the disc Jockey; when all the rating sheets 
havd been turned in, he will average the scores and rate the top ten 
tunes. 

2. Play a variety of songs and have the student apply color to art paper, in- 
dicating the mood of the music he hears. 



Television Viewing Guide 



sfcoimo 

Olijecthre: 

The student wilt choose something to listen to for enjoyment. 
D&reedoMS 

Provide the students with several T.V. Guides from which they must select 
television programs to watch. Each student will maice a viewing guide and 
list his favorite programs for each day of the week; then he must exchange 
guides with another student and agree to watch three different programs 
not on his schedule. 

FoUow-np Acthritiess 

1. IHave the students, using the guides as a base, vote on the most popular 
program for each day. Malce a chart with the days of the week and post 
the "Best Bets'' on T.V. weekly. 

2. Choose one student dally to give the critique the following day on the 
"Best Bet" for that day. 



Pros And Cons 
Of Television 



Skill mo 

Objedhre: 

The student will listen to television for 
enjoyment and for discussion. 

Direcdoiie: 

Divide the students Into several groups, 
each with an elected captain. Each group 
will discuss the pros and cons of televi- 
sion, including such Issues as too much 
violence and not enough educational 
shows. Each captain will present the views 
of his group. 

Follow-ap ActMtless 

1. Hold a debate on the pros and cons of 
television. Have students draw cards to 
determine which side they represent. 

2. Plan a field trip to a local television 
station for first-hand observations. 




Family Television 



Ol^ecthre: 

The student will choose a television program to listen to for enjoynnent. 
Directioiis: 

Students may get an Inaccurate Idea of the "typical" family from viewing 
television. Select several television programs about family life for them to 
view. Ask the students to list what they think Is realistic and unrealistic 
about the television families as compared to "real" families. Hold a 
thorough discussion after the viewing. 

FoUow^np Activities: 

1. Have students compare the television families to their own. 

2. Have each student prepare a half-hour television program Involving his 
own family. 
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Weekly Words 



Objective: 

The student will generate vocabulary development through careful listening 
to the television shows. 

DIrectioM: 

Have students listen for new words while watching their favorite television 
programs. Have them record the words, their meanings, and the shows on 
which they were heard. A bulletin board T.V. (shown above) will feature a 
new word each week. During the week, use the featured word In dally 
activities. Make sure that each student features one word during the year. 

WniOom^p Activities: 

1. Have the students create a T.V. show— a talk show, a soap opera, a 
comedy, etc. Divide the students into committees to create the 
characters, to design the sets, and to write the short script. 

2. Have the students produce the T.V. show. 
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Movie Reviews 



Objective: 

The student will choose a television movie to watch for 
enjoyment. 

Directloiis: 

Have each student select a movie to view during the coming 
weeic; then have him tell his reasons for choosing it and give 
his expectations for the show. 

Foliow-ap Activities: 

1. Have the student present an oral review of the movie he 
watched. 

2. Have the student compare his review to the synopsis in the 

T.V. Guide. 



Pleasiire Listening 



I 

ERIC 



Objective: 

The students will choose something to listen to for enjoyment. 
Directions: 

IHave the student choose a selection from the school library for his teacher 
or for another student to read to him. Set aside time each day for pleasure 
reading. Have the student who picl^ed the selection give his reasons for 
choosing it. 

FoUowMip Activities: 

1. Tape the stories that the students enjoy most. Do not forget to include 
the title and the author. 

2. Introduce older students to books in a series, such as the Bobsey Twins, 
the Nancy Drew Mysteries, Henry Huggins, and the Hardy Boys. 
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Tum The Radio On 



Objectives 

The student wilt listen to radio shows for enjoyment. 
Directions: 

Old-time radio stories can be very enjoyable to listen to and can sharpen 
listening skills a i well. Some examples of the old radio programs are the 
following: "The Shadow Knows," "The Lone Ranger," and "Burns and 
Allen." Obtain one or two of these old radio tapes from a record shop and 
play them for the students. Let the students take a trip down memory lane. 

FoUow^np Activities: 

1. Have the student, based on his impression of the voice of one of the 
characters In the broadcast, give a detailed description of that particular 
character. 

2. Provide students with play scripts that could double as radio broadcasts. 
Have the students use strong expression and sound effects. After several 
rehearsals, tape the play as If It were a radio broadcast. 
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Ynmmy Descriptions 



Objectives 

The student will describe an object. 
Directions; 

Provide eacii student with a card that depicts a particular food. Have the 
student Imagine that he is the object and then have him describe himself 
and ail phases of his existence. The first student to guess the identity of the 
object receives one point. 

Foliow-ap Activttiee: 

1. Call out a list of words and phrases naming sweets, such as taffy, 
bubblegum, strawberry shortcake and licorice. Have the students write 
down what comes to mind when the word Is read and then compare the 
responses. 

2. Display five or six edible objects on a table and allow the students to 
view them. Have the students close their eyes while one object is 
removed. Then ask students to describe the object that was removed 
according to size, color, shaps and texture. 
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Back To Back 

sitiu^so 

ObiectHre: 

The student will describe a person. 
Directions: 

Have the students group themselves into pairs and observe each other for 
one minute. When time is called, the students must stand bacl( to back and 
answer the following questions: 

1. What is the color of your partner's hair? 

2. What Is the color of your partner's eyes? 

3. What color of shirt is your partner wearing? 

4. How tall is your partner? 

FoUoir^p Activities: 

1. Have each student observe a friend for a day and then make notes about 
his physical appearance, his personality, his interests and his attire. Have 
each student gSve a verbal description of his friend and have the others 
guess his identity. 

2. Have a student assume the identity of a famous person. The others may 
ask questions answered by "yes" or "no" until the identity is revealed. 




Objective: 

The student will list characteristics of an object. 
Dlredloiie* 

Collect a variety of objects that represent different textures and shapes and 
place them in a box. The box iid should have a hole cut in it large enough 
for a hand to be inserted but small enough so that the items cannot be 
seen. One student should be selected to feel an object Inside the box and to 
give a description of its texture, Its size and its shape. The person who 
guesses the identity of the object from this description has the next turn. 

Follow*ap Activities: 

1. Have the student puii the object out of the box for the other students to 
inspect. The students should then determine whether the description was 
accurate or inaccurate. 

2. Have the students take turns describing an imaginary object and seeing if 
the others can guess Its identity. 
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Password 



Sldll#280 
Ol^ective: 

The student will verbally describe an object. 
Directioiies 

Play "Password" with words that name objects. One student should sit In 
front of the class, facing the others. Write a word on the chalkboard in full 
view of the class, but so that the child who Is "It" cannot see the word. The 
object of the game Is for "it" to guess the word from one-word clues given 
by his classmates. The student who gives the clue which enables "It" to 
guess correctly becomes "It" next. 

FoOow^p Activities: 

1. Prepare a series of clues that describe a famous person. Give one clue at 
the beginning of the day and add others until a student Identifies that 
person. 

2. Give the students a situation, such as talcing a test or entering a new 
school, and have the students describe their feelings. 
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I Goins* Going, Gone 



One person's junk 
is another person's treasure,' 

Author Unknown 



Olijectives 

The student will verbally describe an object. 
Directionss 

Have each student bring an Item he wishes to sell at an auction. Set up the 
auction by displaying the merchandise and by giving the starting bid of 
each Item. Assign each student a number, provide him with a form, such as 
the one shown above, and Instruct him to create a personal sales pitch, 
issue an equal amount of play money to each student for bidding. When the 
student's number is called, he becomes the auctioneer and gives his sales 
pitch. The audience responds by bidding for the items of their choice. 

Foilow-itp Activities: 

1. Have students obtain Information about various types of auctions and 
their history. Hold a round table discussion. 

2. Invite an auctioneer to hold a mocit auction. 
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STRICTLY 
CASH 
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Miedhres 

The student will exchange Information or opinions through verbal 
Interaction. 



DirectioiMi* 

Have a student pick an apple from the basket and then initiate a discussion 
of the topic written on the apple by giving a single statement. He then 
passes the apple to another student who continues the discussion by 
adding another statement; this process continues until all students have 
had a turn. 

Foll«HvaR ActMttee: 

1. Prepare cards, each containing two characters for role playing; for 
example, character one is a fireman at the scene of an accident, and 
character two Is a reporter for the six o'clock news. Give the cards to 
pairs of students and have them dramatize a scene involving their 
characters. 

2. Have the pairs of students pretend to be friends who meet in the grocery 
store after having not seen each other for some time. Role play for one or 
two minutes. 
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Uncoin at Springfield 
June 16. 1858 

Mr. Preskief^ and Qmiemen 
of ths Co/WB/ttlon: 

wt^her we are tencfing, wb oouW th&n b^- 
ler juctr^ i«ftaf l(> do. and /x)Mr to db It 

Vto aie new far inlo the year, ^noe a 
poO qr %¥^frtt {ated> )ft«h the avomttdblQct, 
and oonfttsfir promise, of piitti^ an end to 
^av8fy agitation. 

l^Htor the opmatfon of that poticy, that 
a^taton has not orfy, nof cjesed. but h^ 

\n my opinion, itw^noii o^se, a 
cnSs6 shafi have been reached and passed 

''A house cSvidBd aga^ ftsetf carmot 
stand" 

I brieve th^ govenvnent cannot endure, 
permanently half stems and haff free. 

I do not e^^pect the Union to be 
diSssQh^ac^-l do not ®9)ect the house to 
i db expect K wHl cease 10 be divid- 
ed 

K M\ become aff or» thing, or aBthe 
other. 

BIher me cnponanfs of ^avery, wilt ar- 
roA the further spresK^ of it and place it 
whm the pid)ilc mind c^l rest in the beitof 
that it Is ^ course of ultinrme extinction; 
its aAocfi^ wUt Tush It fbiward. tW it shaO 
become alto lawful in Estates, oik/ as wett 
wnow—Nonh&ytmasSoulh 



The Great 
Debate 

Skttl ^300 
Objective: 

The student will talk to 
and Interact with other 
students about topics; 
he then will convince 
the others to agree with 
his position. 

Directioiis: 

Divide the students Into 
two groups, each 
representing a political 
party. Have each group 
hold a mock political 
convention and at Its 
close, choose a can- 
didate for president. 
They may hold mock 
rallies and discuss 
political platforms and 
Issues. 

Fallow-np Activities: 

1. Have the two can- 
didates hold a 
debate, each repre- 
senting his party's 
platform. 

2. Stage a mock elec- 
tion and have the 
winner deliver an 
acceptance speech. 




k 




Ob]e«:ttve: 

The student will convince others to agree with a particular position or 

statement. 
Dircsctioiiss 

Make a peep-eye door, such as the one shown above, by bradding together 
two pieces of poster board and by cutting out a mail slot for a "peep" hole, 
insert a picture inside the door. Have each student try to guess what is 
behind the door by peeping at the portion of the picture visible through the 
mail slot. Each student should try to convince others to agree with him by 
discussing the colors, shape and other characteristics of the picture; then 
they may open the door to reveal It. Let the students choose other pictures 
to put behind the door and then begin again. 

FoUoivHtp Activitiee: 

1. Have the students role play, choosing one student to be the child and 
one to be the parent. Have the child convince the parent that another toy 
Is needed. 

2. Have the students switch roles and interact on the same subject. 
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Skin ^00 

Objectives 

The students will exchange Information or opinions through verbal 
interaction. 

Directfone: 

Choose a host to stage a talk show. Select a topic of discussion In advance 
and Invite student guests to participate. 

Follow-iip Activitiee: 

1. Invite a community leader to be Interviewed by the talk show host. Have 
him follow Interview guidelines that are thoroughly understood before thr 
show. 

2. For a departure Into fantasy, Invite characters, such as Santa Claus. the 
Easter Bunny, and Mickey Mouse, to be Interviewed. 
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Objective: 

The student will describe an activity using proper sequence. 



Dicectioiie: 

Using the pattern above, make a milk truck. Silt the door guide and brad the 
door on as shown. Have the student open the door of the milk truck, select a 
bottle and describe the activity written on It. He must be careful to use 
proper sequence. If It Is needed, allow the student to research before 
presenting his narrative. 

FoUow-op Activities: 

1 Have each student construct a time line, beginning with his birth and 
ending with his present grade In school, and give an oral presentation of 
it. 

2. Show a fllmstrip to the class. Turn the machine off before the ending. 
Have each student anticipate the conclusion before It Is shown. 

ERIC 



A Narrated Account 



The student will give a narrative. 
DiffiMStioiie: 

Airange the students into groups. Project a fifmstrip one frame at a time, 
allowing enough time for each group to write a narrative for it. When all 
frames have been completed, each group will present the narrative it has 
prepared for the fiimstrip. 

FoUow^up Activities: 

1. Have the students make their own filmstrips, using the directions on the 
following pages. 

2. Have the students construct a mini-viewing center in which they show 
their original filmstrlps. 
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A Narrated 
Account. . . 

Film 

Spacing 

Guide 



Directions for Filmmaking 

1. Soak filmstrip for a few minutes 
in household bleach to remove 
all emulsion. 

2. Rinse in water and hang to dry. 

3. Insert the bleached filmstrip 
through slits on the film spacing 
guide. The squares denote the 
amount of space for each frame. 

4. Use permanent fine tip markers 
for writing and illustrating. 

5. You may want to combine the 
filmstrip with a tape recording 
or background music. 



To use film spacing guide, have the student 
slit indicated lines with a knife and 
insert a dear filmstrip. 
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A Narrated 
Account . 



TUB 





This is an example 
of an original 
filmstrip 
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ADVANCE TWO 



Wok Around The Clock 



SfctfimO 
Objective: 

The student will retell Information in his own words. 
Directioiie: 

One student is designated as the reader. Each player begins on the one 
o'clock position and advances around the gameboard clockwise. In alter- 
nating turns, each player Is read a proverb which he, the student, may give 
the meaning of in his own words, if he is correct, he may advance the 
number of spaces given on the card; he receives the points of the numbered 
space he lands on. The game continues until one player lands on twelve 
o'clock. Points are tallied and the winner declared. 
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Wok Around 

The Clock Gameboard 
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Three Cheers For Yon 



Otilcwtivcss 

The student will recall exactly what he has heard. 

Diff€CtiOII9S 

Allow each student a few minutes to compose a cheer, such as the ones 
heard at a football game. Each student should then read his cheer and 
have the others repeat what they have heard. 

FoUow-np AetMtiee: 

1. Have the students work In pairs. Each one must add body motions to his 
cheer and teach It to his partner. 

2. Stage a "pep rally" after all students have learned their cheers. Hold a 
vote to determine the best new cheer. 



ERIC 



68 73 



p*s-s-s-t 



Olijective; 

The student will recall exactly what he has heard. 
DnreetioiMK 

Arrange the students In a circle. Whisper a sentence to one student- for 
example, "There will be a carnival at the school a week from Saturday " 
That student whispers It to the next student, and the pattern continues until 
everyone has had the opportunity to hear and to repeat the Information. The 
last student to hear the Information should repeat what he has heard. 

Foliow-a|i Activities: 

1. The use of lap flannels is a unique way to reinforce this skill. Read a 
book to a student and from another copy of the book, cut out the pictures 
and back them with flannel. The student retells the story as he places 
these pictures on a flannel board. 

2. Have the student dramatize the story from follow-up one. Costumes could 
be used for added Interest.- 
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Tongue Twisters 

sun me 

Objective: 

The student will repeat exactly what he has heard. 
Dliccllons* 

List all the tongue twisters shown above on separate strips of paper and 
place them In an old hat. Divide students Into two teams. One student 
draws a tongue twistor from the hat and reads It aloud to a member of his 
team who rapidly repeats It three times. If he does It correctly, his team 
scores five points. If he does not, It Is passed on to the opposing team. The 
team with the most points when all of the tongue twisters have been read Is 
the winner. 

Follow-np ActMtiees 

1. Have the students compose original tongue twisters, using alliterative 
patterns. 

2. Have the students play the game In pairs, using the same tongue 
twisters. 
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The student will give directions to a specific location. 
DircctioDes 

One student is selected to wear the giraffe's masi<, and another is chosen to 
give directions; the one chosen to give directions must attempt to direct his 
blindfolded partner to a specific location in the room by giving him verbal in- 
structions. If the student is successful, the phir receives a point; If not, the 
point is awarded to the giraffe. The game continues with the players alter- 
nating positions until the players or the giraffe receives seven points. 

Follow>a|i Acthritiee: 

1. Have one student give directions to an "imagined" location and have the 
other student attempt to guess where the location is. 

2. Have the pair draw a map depicting the location in follow-up one. 
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Random Directions 




Directive: 

The student will give directions to a specific location. 
Directions: 

Provide the student with a street map of the city which has the iocation of 
the school marl^ed on it. Have the student choose a name and address from 
the phone t>ooi( and have him locate that address on the map. Using the 
map as a reference, have the student give the group verbal directions from 
the school to the phone-book address. 

Follow-up AcdvUios: 

1. In alternating turns, have each student choose a secret location on the 
map and give oral directions until the location is guessed. 

2. Have each student give oral directions from the school to his house. 
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Aerobercise 



SltiU^60 

The student will conduct a physical activity. 
DiracUom: 

litolnf fwf ''^^^i® Jazzerc'se or aerobercise routine and 

present It to the class. He must give oral directions and demonstrate them 
Allow each student a time limit of two to three minutes for his routine 

1. Have the students combine various parts of all the routines and oerform 
the new arrangement with appropriate music. perrorm 

^ ^!l°»'S*>?'*P®'t.*° Mortml talk on the Importance of ex- 

ac^o^urea^"^^^^^^^ P«^-- their 
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Lefs Make Some Fun 

SkiU #36© 
Objective: 

The student will tell how to make something. 



Directioiis: 

Provide the students with a pacl^age of JELL-0 and the utensils for making 
it. Have one student read the directions from the box while another 
student prepares the JELL-0. As part of the fun. let the students eat the 
JELL-0. 
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Fottow-tip Activities: 

1. Have each student bring one Ingredient for making pizza. One student 
should be In charge of giving directions while the others should assemble 
the ingredients. All may share and enjoy the finished product. 

2. Have each student prepare and present a demonstration on the procedure 
for making a simple object, such as a paper airplane. 
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Aladdin's Lamp 



I 



SliiU#380 



Oliicctives 

The student will orally express wishes. 
Directioms 

Have each student pretend that he has been granted three wishes from 
Aladdin's lamp. Have the students write the wishes on separate strips of 
paper and store them In a box. One player begins the game by drawing a 
wish from the box, by reading It to the group, and by trying to guess who 
wrote It. If the player Is correct, he receives a point, and another student 
draws a wish. If the player guesses Incorrectly, the wish passes to the next 
player. The activity continues until all the wishes have been drawn and 
guessed. The player with the highest score Is the winner. 

FoUoimtp Activitiea: 

1. Allow each student to draw or cut out pictures representing his three 
wishes. 

2. Have each child write a secret to be collected and sealed in an envelope. 
He should keep In mind that It will be read In one week. At the appointed 
time, the secrets will be read and the group will try to identify the writer 
of each. 
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Put On A Happy Face 

Obl«cfihre: 

The student will express feelings and emotions. 

From the selection of masks shown above and on the following page, have 
the student choose the one that best represents his feelings. Have the 
student tell the class his reasons for selecting that particular mask. 

Foltow-ap Ac Uvitf e es 

1. Distribute the masks among the students and have each assume the 
mood of the mask he holds. 

2. Have the students present a short Impromptu dramatization using the 
masks as motivation. 

a 76 J>1 



Put On A 
Happy Face 
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Large Paper Bag Puppets 




Glove puppets 
can create a 
family of friends 



A Puppet 
For Your Thou^ts 



skmmo 

Objective: 

The student will demonstrate creative communication. 
Directioiui: 

Puppets can piay an important role wlien the students have difficulty 
expressing emotions and wishes. A ilttie imagination and severai smati and 
large paper bags will enable students to make clever puppets. Allow time 
during the class when each student's puppet becomes the student himself. 
Ask the student questions and allow his puppet to answer. 



WoUam^up ActMtl 

1. Have each student write a puppet piay on his life ten years from now. 

2. Allow the students to construct a simple stage and present the play. 



S3 



Large paper 
sacks make 
good head 
puppets for 
older students. 




A Puppet For Your Thoughts 



Small 
mcks can 
be made 
Into hand 
puppets. 



Gloves 
make good 
hand puppets 





□□□□□ 



Hcve a sign-up 
sheet for your 
puppet shows. 
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Iff Yott Could See ^ ^ 
The World Throagh My Eyes 

Skin ^80 
Objective: 

The student will express emotions. 

Direetloiies ^ . 

Cut out two hearts that will fit over a student's eyes. Glasses can be made 
by gluing pink or red acetate on the hearts and bj^ attachlnqplpe cleaners 
for ear pl^es. Set up a leamlna center entitled "the WorldThrough Mv 
Eyes." Have the student wear the heart-shaped glasses while he records, 
during a timed session, the way the world looks to him. 

FoUow-ap Activities , , 

1. Have the student give an oral Interpretation of the saying Seeing the 
world through rose-colored glasses." 

2. Give the student emotion-loaded words, such as happiness and anxiety, 
and have him record his feelings about them. 



80 



S5 



mm ^80 

Objective: 

The student will express emotions and wishes. 
Difectiottes 

Have each student make a time capsule. He may use a cardboard box to 
represent the capsule. In the capsule, he could place a list of resolutions 
ways to better himself; he should Include Items of importance, such as a 
photograph of himself, ticket stubs from his favorite movies, notes or letters 
from friends, and objects that denote his personal interests. On the outside 
of the capsule, have the student put his name, the date it is sealed, and the 
date it is to be opened. The capsules may be buried or hidden. Keep a 
master list Indicating the whereabouts of each capsule and the date of its 
opening. 

Follow^p ActMtlee: 

1. Have each capsule opened on the designated date. Discuss the 
significance of the contents. 

2. Have each student compare the data In his capsule with his current 
Interests. 



Canned Stories 



Skin^4M 

The student will relate an original story for 
entertainment. 

DirectiofM: 

To take the Jitters out of an oral storytelling, 
let the students give "canned" stories. Pro- 
vide each student with a potato chip can and 
have him cover It with Illustrations. Have 
each student place Inside the can objects 
related to his story, such as small toys, pic- 
tures, etc. As he progresses through his 
story, have him explain the illustrations on 
the can and tell how the objects Inside relate 
to the story. 

Follow>iip AethrHiee: 

1. Have the students write their stories on 
paper and place them In the can with the 
objects. Have them categorize the cans 
and create a library of "canned" stories. 

2. Stuff a stocking with goodies and objects. 
Pass the stocking around and let each 
student have a turn removing an object 
and telling a story based on it. 
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Keep The Ball Going 

SliiU #400 
Oliiectlve: 

The student will tell an original story or Incident for entertainment. 
Difecttom: 

Arrange the students In a circle. Give one student a ball and have him begin 
telling a story. When a bell Is rung, have the student toss or roll the ball to 
another student who resumes the story-telling until the bell Is rung again. 
This activity continues until all have had a turn at the storytelling and It Is 
completed. 

Folloiir-ap Activities: 

1. Allow the students to tape record their story in Its entirety. 

2. Choose one student to be "It" and stand In the middle of the circle; have 
him name an object and throw the ball to a student who must describe 
the way It would feel to be that object. 
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Entertaining Moments 



SkiB 

Olijecthre: 

The student will tell an original 
story for entertainment. 

Directions: 

Assign each student a famous person from the pages of history; have him 
invent and tell a story of an incident that could have happened In the life of 
that character. 

Foiio^0Hip Activities: 

1. Have each student dress in the costume befitting his character. 

2. Have the students write and perform a short pageant Incorporating all of 
the characters presented In the activity. 
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Freeze 



Skltt#400 



Objectives 

The student wili relate an original 
story or incident for entertainment. 

Directions: 

Choose one student to engage in a continuous action, such as waving his 
hands, until the leader says, "Freeze." At that instant, the player stops and 
holds his pose. One person is selected to tell an entertaining story or Inci- 
dent that the "frozen" student might be representing. 

FoOownp Activities: 

1. Have each student pantomime an incident for the others to Interpret. 

2. Have each student bring a favorite photograph to be used as a story 
starter for an oral group activity. 
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BEST COPY AVAIUBLE 
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Can Yon Get 

The Piclile Tickled? 



8km #420 
Objectives: 

The student will repeat an incident or Joke for entertainment. 
Directioiiss 

Choose one student to be the "pickle" and divide the others into two 
groups, in alternating turns, have each group think of a Joke and select a 
spokesperson to tell it. Each time he makes the pickle laugh, his team 
receives one point. If the pickle laughs three times in a row, he Is out, and 
he must choose another person to take his place. The first team to score 
five points Is the winner. 

FottoviHtp Adhrlliee: 

1. Have the group compile a Classroom Book of Jokes using the best Jokes 
presented In the above activity. 

2. Have the group select a classroom comedian to present the material from 
follow-up one. 
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A Royal Jester 



Skill #420 
Oiiicctlvc: 

The student will repeat an Incident or joke for entertainment. 
Directioiis: 

Have one student select a hat for himself and give the other to a friend. The 
Jester must tell the funniest story or Joke he can think of In an effort to 
make the kina laugh. He may do antics to help elicit a laugh, but he must 
not touch the king. If he succeeds, the king becomes the Jester; If not, the 
jester must present the crown to someone else and try to make the "new" 
King laugh. 

Follow-ttp Activities: 

1. Have each student that made the king laugh tape his joke. Title the tape 

Jokes That Tickle Your Funny Bone'^and play It In Its entirety for enter- 
tainment. 

2. Choose one person to tell a funny story to the rest of the group: thev 
must try not to laugh, for the first one who does becomes ''It." 
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Sign in a watch repair 
shop: 

*Ttease be itatienU / onfy 
have two hands." 




A Chuckle 
A Day 



Skin "^420 
Oliiecti¥e: 

The student wiil repeat a joke for entertainment. 
Dircctioiiii: 

Ask students to volunteer to tell Jokes. Each one must write his Joka on a 
large sheet of paper and assign it a number as shown in the example at>pve. 
After he tells his Joke, allow the group to rate It on the scale shown on the 
following page according to the response it received. After ail the Jokes 
have been told and rated, award the student with the highest rating "The 
Chuckle of the Day Award." 
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Joke No. 1 

Sujn in .» uiHt b rrpair 
shopr 

"fVf-ast h( {Hitirnt. I nn/v 
hav<' ttfo hiinds. " 



Joke No. 3 



Joke No. 5 



A Chuckle A Day Scale 



Joke No. 2 



Joke No. 4 



Joke No. 6 
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How Low Can You Go? 



SkOl 4t60. 480, 500» 520 

Objective: 

The student will Identify nouns, pronouns, verbs, adjectives and adverbs. 
Directioiis: 

Provide the students with a broomstick or a lightweight piece of board. 
Write sentences on strips of posterboard, laminate them and then underline 
a different part of speech In each sentence. An example is shown above. 
IHave two students hold either end of the board and the others form a line, 
in altbrnatlng turns, show each student in the line a sentence strip. If he 
correctly r.ames the part of speech underlined, he may go under the ilmbo 
stick, if not, he goes to the end of the line. 

Fottow-op Ac:tivitl<»: 

1. IHave one student name a proper noun and the next student add a 
descriptive adjective; for example, color Colorado. 

i 2. Use the words from follow-up one to prepare a set of cards and have the 
i students play the game of "Concentration" (matching the adjectives and 
5 nouns. * 




Flying High 



Sidll'»'440 
Objective: 

The student will name common 
objects, persons and places. 

DirectloM: 

Have two students pretend 
they are flying In a hot-air 

balloon. One must name the place he Is "flying" over, and the other must 
name a person or an object he "sees" there. They may change roles ?nd 
continue the activity. Happy flying! ^i'«iiye roies ana 



Foilow-np ActMti^ 

^' f^l^JIlS.®*."^®"^® "Twenty Questions" with geographical locations 
they have flown over In their balloons. Separate the students Into two 

^\?^^ ,? location, and the other team tries to guess that 
location by asking "yes" or "nr" questions. 

2. Have the students arrange themselves In a circle. In alternatlna turns 
each must name one object that he might have packed for the balloon 
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Let Yoiir Body Talk 

8ldU#440 
Objeirtive: 

The student wiii classify common objects, persons and places. 

Dlt«CtlOMS 

As the teacher reads a list of nouns, have the students classify the words 
by raising one hand to indicate a person, raising two hands for a place, and 
standing for an object. 

FoliawHip ActhritlM: 

1. Have the student present to the class a proper noun through pantomime. 
This can be played like the traditional game of "Charades." 

2. Let the student assume the Identity of an object. Have him give one-word 
clues about himself until his Identity Is guessed. 



I Fonnd A Nonn 



SidU#440 



abicethre: 

The student will recognize and name common objects. 
IHraetioiiss 

This game Is played like the traditional game of "TIc-Tac-Toe," using X's 
*n alternating turns, each student must recognize and name an 
Object In the classroom before he marks a space on the activity board 
shown above. The winner Is the first player to have three marks In a row. 

Fonow-ap Activitiee: 

^' t!S^V,^®^®*"^®nJ® develop a noun box from an old shoe box; start with a 
li\ '"31? cards. On one side of the cards, have the students write a 
noun and Its meaning. On the other side, they must place a picture 

t^e wwds ^^^^ P®^**® *o practice recognizing 

^' ofS^JJ "Person," "Place" and "Object." Have the students 
sort the cards from follow-up one Into the boxes. 
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Ptronottii Place 

Skitt'^460 
Olijectives 

The student will use pronouns In oral communication. 
Directionas 

Provide each student with pieces to a house puzzle as shown above. In 
alternating turns, a student may select a piece to his house and give a 
sentence using the pronoun that Is written on It. it the pronoun Is used cor- 
rectly, he may add that section to "Pronoun Place." The first player to com- 
plete his house is the winner. 

Fottow-np Acttvidee: 

1 Recite the poem "This Is the House That Jack Built." As a group activity, 
have the students rewrite It substituting a pronoun for a noun everywhere 
appropriate. 

2. Play a recording of a popular song and have the students write down 
each pronoun they hear. 
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Skill 



Olijcctlves 

The student will use pronouns as subjects and oblects. 
Diveciloiiiis 

In alternating turns, have each student spin the arrow to determine which 
pronoun to use and then to decide in which "cloud" sentence(s) it belongs. 
He must read the sentence aloud as It is, and then he must read it again, 
substituting the correct pronoun. If he Is correct, he may claim the cloud by 
putting his Initials on it. The student who has collected the most clouds at 
the end of the game Is the winner. 

Follow-iip Acthritiee: 

1. Have the students sort the clouds according to pronouns used as sub- 
jects or objects. 

2. Use the Illustration above as a story starter. Allow each student the 
opportunity to contribute a sentence using as many pronouns as 
possible. 

BESTCOPYAViUUKE'^ ^^'^ 



Pictiure Pironoiins, nease 

sua #460 

Objective 

The student will use pronouns In place of nouns. 
Dircctloae: 

Supply students with several pictures, such as the ones shown on the 
following pages. After a thorough discussion of the action In each picture, 
have one student at a time tell something about It In his own words. He 
must then choose another student to repeat the sentence using pronouns In 
place of nouns. Each time a student gives the correct pronoun response, he 
receives a point. Reward the student with the most points a "pronoun" 
prize. 

FoUfMMtp AMcttvlliees 

1. Have students bring old family pictures from home to share in "Picture 
Pronouns, Please." 

2. Use the same format as in the activity above and have the student make 
up a sentence related to each picture, designating the use of 
demonstrative pronouns and pronouns as subjects and objects. 
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Bowl Me Over I 



sun ^480 
Objective: 

The student will Identify the tense of a verb. 
Directionss 

Make a four-color spinner, such as the one shown above. Make bowling pins 
in four corresponding colors and write verbs on them. In alternating turns, 
have each student spin the arrow and choose the color pin indicated. He 
must use the verb In a sentence and tell what tense It Is. If his response Is 
correct, he keeps the pin. The player with the most pins at the end wins. 

A Susseetioii: 

Laminate the bowling pins and then write the verbs on them with a perma- 
nent marker. Change the verbs as needed by erasing with hair spray. 
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Bowl Me Over II 



SidU "^480 
Oliicctlve: 

The student will identify trie tense of the verb. 
Dfarecti^iMis 

Provide approximateiy twenty-five plastic chips with a verb written on each. 
Have each player fiicic five chips, one at a time, to land on the verb tenses. 
A chip touching any part of one circle is worth one point if the student can 
give the appropriate tense of the verb. If the chip is touching more than one 
circle, the student can get additional points for correctly giving the tenses 
of those verbs. If the player lands directly on the center circle, he receives 
five bonus points. The student with the highest score wins. 

A Snso^etlon: 

Change the verbs on the plastic chips by using hair spray and a permanent 
marKer. 



Place 
The Chips 
Here. 
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Foot-Flip-Fans 



8UII<l'4m 

The student will identify tiie tense of a verb. 
DivectioBes 

Provide each student with a hand-heid foot-fiip-fan, such as the ones shown 
above. Read sentences aioud, one at a time. Have each student identify the 
tense of the verb by displaying the answer with his fan. Have someone keep 
a tally of the correct responses. 

Fottow-np Acthrhiee: 

1. Reverse the action by showing the verb tense on a fan and by having the 
student give an appropriate sentence. 

2. Play musical "Pass the Fan." Flip to one of the tenses and pass the fan 
as the music is played. When the music stops, the player holding the fan 
must give a sentence using the Indicated tense. 



will I Go Round In Circles? 

MiU#4M 
Objective: 

The student will Identify the tense of a verb. 
IHrcctiom: 

Have the students sit In a circle and have one person designated as "It " 
The student who Is "It" will rotate around the outside of the circle and 
stand beh nd one player at a time. Hold a sentence card In front of the two 
students ( it and the student he Is standing behind) who will compete to 
name the tense of the verb. If the student who is "it" wins, he continues 
around the circle, if noc, the other student takes his place. The first one to 
complete the circle without missing is the winner. 

Fottow-up Actiwitiee: 

1. Reverse the procedure using the same format as above. Call out the 
tense of a verb and have the student who signals first use it in a 
sentence. 

^' r^nYl^Si «?i*K u^®*"* ^^i^?^ ® ^^^^ ^^"f^ tell what he 

could do with It; for example^, apple — eat it, chew it, peel it, etc. 
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Hlli-Hippo-Ray 



sun ^500 

The student will Identify adjectives. 
IHvectfiiiiss 

Provide each of two students with one of the "hippo" cards shown above, in 

2 alternating turns, have each student read a numbered sentence to his part- 
i ner who must identify the adjective and write it on the crossword puzzle 

3 shown on the facing page. A correct response on the first try gives the 
I student one point. Tally points at the end to determine the winner. 

3 The crossword puzzle is taken from Afaft^fCU&Cfficlirb^ 
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Hip-Hippo*Ray! 
Gameboard 




k 




''LeCh 

EKiraordinaire 



The student will use adjectives to 
describe objects. 

DIvcctfoiMs 

Have the student choose a 
category of dinner courses by tak- 
ing one of the potholders from "Le 
Chef." The student must select an 
Item under his chosen category 
and then give one-word descrip- 
tions until another student correct- 
ly guesses Its Identity. Have 

several suggestions written on the back of each potholder; for example, 
desserts— lemon pie, chocolate cake, peach Ice cream, etc. The student 
who correctly Identifies the mystery food receives the next turn. 

FoUmv-np Activities: 

1. Show students pictures of food and have them give adjectives describing 
those food objects. 

2. Provide each student with a portion of an edible object. Try to use 
something unfamiliar; for example, a persimmon. The student must give 
adjectives describing its taste. 
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Descriptive 
Nursery Rhymes 



Oiijfwtivcs 

The student will 
identify adjectives. 

Dhrcclions* 

in alternating turns, have each 
studentjecite a favorite nursery 

rhyme. The others must count the adjectives they hear and taiiv tham nn in 
X&d*Siu^.^'''^- Identity^ "(JecUJ'^^^^^^ 

FoUofv-ap ActhritiM: 

1. Have each student recite his nursery rhyme omitting all adjectives. 

2. Give two students a copy of the same nursery rhyme. Have them add as 
many adjectives as they can and then compare the results 



o 

ERIC 



.0 



I 



I 




think it is a toothbrush 





If s In The Bag 



SUtt^OO 

The student will use adlectlves to describe objects. 
DireclloiMS 

Provide the student with a bag containing an everyday object, 8"ch fs a . 
toothbrush a roll of taoe. or a small toy. Have him look at the object In the 
baa and then Jive adjeK clues, one at a time, until someone guesses Its 
Identity The object can be "secretly" changed as the students aRemate 
turns. 

Folkiw-iip Activitiee: 

1. Blindfold the student; hand him one object at a time and have him give 

adjectives to describe Its feel or touch. 
2 Have several objects displayed. Let each student select one £.iid give a 
* descriptive sentence about It using at least two adjectives. 



0 . 
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Whaf s In A Name 



sua»sw 

OliJwBtivcs 

The student will use one adjective to describe a person. 
Directkme: 

Have the students sit In a circle, in alternating turns, have each student give 
an adjective that describes himself and that t^lns with the same letter as 
his first name. Each student must repeat the acQectlves and names that 
have gone before and then add his own; for example, Jolly John, marvelous 
Mary and tricky Theresa. 

FoOow-ap ActivitiM: 

1. Choose one name and allow each student to give an alliterative adjective 
as a variation. As in the activity, all adjectives must be repeated by each 
student. 

2. Have each student make a book in the shape of his silhouette and fill it 
with descriptive words and phrases. 




The student will use adv rbs to modify verbs, adjectives or other adverbs. 



Diractlone: 

Just as paint can brighten and color the vi^orld of things around us, adverbs 
can add "color" to our speaking. Distribute the paintbrushes among three 
students. Read simple sentences contemning no adverbs and let each 
student add an appropriate one in the category his brush indicates. Have 
the student repeat the entire sentence each time. 

IF^IlMhap ActMliM: 

1. Prepare a short story leaving out ail adverbs. Provide th*'ee students with 
paintbrushes for inserting the proper adverbs. 

2. Show the student a picture that depicts an action or an emotion. 
Encourage him to give adverbs that describe that particular action or 
emotion. 
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Adverb Anction Today 



014«ctlve: 

The student will Identify the manner, time and frequency of an action. 
Diracttones 

Have an "adverb" auction. Divide the group Into the following three 
sections: how, when and where. Have one student In each group hold an 
Identifying sign. The student selected as auctioneer shoulcf read aloud one 
sentence at a time. When a student hears an adverb that belongs In his 
group, he must talse his hand quickly. The first student recognized by the 
auctfoneer may Identify the adverb, receiving one point for each corre^^^^ 
WdSer ^^^^^ ^^^^^ ^^^^^^ declared the highest 
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Post An Adverb 



sun ^20 

Oliiective: 

The student will use and recognize 
adverbs in speech. 

Directions: 

Have one student pretend that he is 
the "icangaroo" mailman and deliver 
the letters In his letter pouch. Asl( 
each student to read his letter to the 
class and to follow its instructions. 
Sample letters are given. 

Foliow-np Activities: 

1. Have the student tell whether his 
adverbs are adverbs of manner, 
time or frequency. 

2. Have each student choose his 
favorite pet and then describe him 
using adverbs of manner, time and 
frequency. 
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Dear Sue, 



school pby. 



Sncere/y. 
^af^es Adverb 
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Use this pattern to enlarge. 
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Requisition 
FonnC' ^ 



She dfved the pool. 



Reqiddtlon 

He cqiened a book poems. 



Answer Key 

Number of 



Number 


Preposition 


A 


6.3 


B 


7 


C 


6.3 


D 


9.6.3 


E 


1 


F 


2 


G 


3 


H 


4.5.11 


1 


8 


J 


10.11 


K 


12 





the cage. | 







Requisition 
A Frepositioii 




More Requisitions . . . 



Reqtrfsttton 
She looked 



the telracope. 



Requisition 'E 

Mary to her lather. 

Reqtdsttion 'F 

He was the sailboat 

Reqvteltlon 
My Cither was . 

Requisition 'H 

We 6ew the capital 

Requisition 'I 
We are not 



town last night. 



Requisition ^ J 
The girls ran 

Requtoition 'K 
Paid was going . 



that team. 



the school. 



town after lunch. 



Objectives 

The student will identify prepositions. 
DirectioM: 

Choose one student to be the store owner. In alternating turns, have each 
student draw a requisition form, such as the ones shown above, containing 
sentences with the prepositions omitted. He must read the sentence eloua 
and then Insert a preposition from the general store Into the blank. A correct 
reeponse awards the student the number of points on the can or cans he 
has chosen. The store owner holds the/ answer key and Is responsible for 
awarding points. The first student to reach a score of 21 becomes the store 
owner, and the game continues. 

ERIC 



Requisition A Preposition 
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Coiijaiictioii 
Fanction 

8lKin#S60 
Oliiccthres 

The student will use words that join or link other words, phrases or 
sentences. 

INractloiies 

Familiarize the students with the story "The Tortoise and the Hare." Allow 
one of them to spin the arrow and to use the selected conjunction to make 
a sentence relating to the story. The student who continues the lonaest Is 
the winner. 

Foliow-np ActMtiee: 

1. Play a circle game similar to "Rhythm." The play moves around the circle 
clockwise. Each student must give a pair of words normally associated 
together; for exanjple, ham and eggs, black and white. He must be careful 
not to break the rhythm of the game. 

2. Have each student observe differences In people and In things found In 
the room and give a sentence using the conjunction "but"; for example, 
Mary is tall but Judy Is taller. 



114 



Animalt 
VefMtable 
Or mineral 




Oliicctive: 

The student will classify names of 
things by common characteristics. 

Dlracltonss 

Select one person to think of 
something under one of the following 
three categories: animal, vegetable or 
mineral. The other students ask "yes" 
or "no" questions until someone iden- 
tifies it correctly. That person 
becomes the next one to select an 
Item. 

Foilo«Mip Activities: 

1. l-lave a student select a secret 
object in the classroom and give 
three clues, one at a time, as to 
color, shape and size. Give an op- 
portunity after each clue for 
someone to guess Its identity. 
The person who is correct makes 
the next selection. 

2. Play a free-association word game. The student selected to be "it" names 
a category for each player who must give the first response that comes to 
his mind. 
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Cat^pyry Connt 



SldU ^580 
Olifcctive: 

The student will classify names of things by common characteristics. 
DivectioM: 

Trace or enlarge the patterns on the following two pages and glue the 
tongue depressors on the backs of them. Give one to each student and, In 
alternating turns, have each student name as many things common to that 
category as possible in 20 seconds. The student wno names the most things 
in his category is the winner. 
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Category 
Count 
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Leif 8 Play BaU 



WD ^i'MO, 620, 640 

The student will identify synonyms, 
antonyms and multiple-meaning words. 

Directtons: 

Place a word card on each ten-yard line 
of the gameboard shown on the following 
page. Divide the students Into two teams, 
each starting on the fifty-yard line and 
progressing to a goal. Use "football" 
shapes for markers. In alternating turns, 
have each team member give a synonym, 
an antonym or a homonym for the word 
on the yard line, if he reaches the goal 
without a mistake, he scores a 
touchdown, if not, the bail remains on 
the yard line of the last correct response, 
and the play goes to the other team. At 
the end of the game, tally the score to 
determine the winning team. Change the 
words each time a touchdown Is scored. 
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The followliis strips 

80 In the "across" envelope 




Cat Got Your Tongne 



The student wifi discover and use 
synonyms for known words. 



2. toward 



(to) 



3. sattne 



(salt) 



4. gilts 



(presents) 



cover 



(wrap) 



Have one student begin by choosing a strip 
from either the "down" or the "across" 
envelope. He must read the word aloud and 
give a synonym to fit the puzzle. The 
students alternate turns until the puzzle is 
completed. 



6. rug 



^^^^^ 



7. applauds 



(claps) 



8. stairs 



(steps) 




I 9. post 



(mail) 



The above 
strips so in 
the "down- 
envelope. 






Enlarge ihe Jukebox 
onto a sheet 
of cardboard. 
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Platter Chatter 



Skm "^MO, 620, 640 
014«ctive: 

The student will Identify synonyms, antonyms and homonyms. 
Oh'cclloiiss 

"Platter Chatter" Is a musical learning center. On the next three pages are 
suggestions for songs and lyrics which can be taped or played on a record 
Dlaver. Put the directions on albums as shown In the examples. Designate 
one student to be the "disc Jockey" who changes the records and gives the 
directions. 

A Snsiiestion: 

This activity can be easily adapted to individual student use with earphones 
and a recorder to tape his answers. 
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It's now down to fMradtee 

At least if s now tot me 

And if the wind to if^ you can 

sail away 
And find tranquiltty 
The canvas can do miracles 
Just you watt and sro 
Believe me 

It^s not for to never never iand 

No mson to pretend 

And if ^ wind is rl^t you can 

find the }oy 
Of innocence again 
The canvi^ can do miracles 
Ju^ you watt and see 
Believe me 

Sailing 

Takes me away 

To where Fve always heard it 

could be 
Just a dream and the wind to 

carry me 
And soon I wffi be free 

Fantasy 

It gets the best of me 
When Vm salhng 
AO caught up in the reverie 
Every word is a symphony 
Won*t you believe me 

It's now far back to sanity 

At least tt*s not for me 

And If tifie wind is ri^t you can 

sail away 
and find serenity 
The canvas can do miracles 
Just you watt and see 
Believe me 

Christopher Cross 



From the atbum, Cttrfstophor Cross. 
Copyright 1979 by Pop 'N' Roll Music 
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'The Sounds Of SUence" 

Hello, dariuiess* my old friendt 
Tve come to tsSk with you again. 
Because a vi^on sofdy areeping, 
Left its seeds while I was sleeping. 
And the vision that was planted in 

my Inrain 
Still remains 

Within the sound of silence. 

In restl^ dreams I walked alone* 
Narrow sbreete of cobbt^one, 
'Neath the halo of a street lamp, 
I turned my collar to the cold and 
damp 

When my eyes were staU>ed by the 

flash of a neon light 
That ^Itt the night. 
And touched the sound of silence. 

And in the naked light I saw 
Ten thousand people, maybe more. 
People talking without speaking. 
People hearing without listening, 
Peoi^ wrting son^ that vokres 

never share « . . 
And no one dare 
EHsturt) the sound of silence. 

'Toots,** saki 1, ^'y^^ know, 
Silence like a cancer grows/* 
''Hear my words that I might teach 
you, 

Take my arms that I might reach 
you." 

But my words like silent rain-drops 
feU, 

And echoed in the walls of silence. 

And the people bow^d and prayed 
to the neon god they made. 
And the sign flashed its warning 
In the words ihat it was forming. 
And the signs said, "The words of 

the prophets are written 
on the subway walls 
And tenement halls, 
And whispered in the sounds of 

silence. 

Paul Simon 



From the atbunrie The Concert in Central 
Parte Copyright 1964 by Paul Simon. 
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If 8 Magic'' 

tf tt'smagtc. . . 

Then why can*t it be evertasttng 
like tiie sun that always shines 
Uke die poets endless rhyme 
Like the gaJa^des bi time 

U it's {^easing. . . 

Then why can't it be never leaving 
Uke the day that never fails 
Uke on sea^ores tfiere are sheDs 
Uke ^e time that always teOs 

It holds the key to every heart 
Throughout the unh^erse 
It Ittis you up without a bite 
And quenches every thirst 

So... 
If it's special 

Then with it why aren't we as 
careful 

As makfaig sure we dress in style 
Posing pictures with a smile 
Keeping danger from a chikl 

h hokis the key to every heart 
Throughout the universe 
h fills you up without a bite 
And quenches every thirst 

So... 
If it's ma0c 

Why can't we make it everlasting 
Uke the lifetime of the sun 
It win leave no heart undone 
For there's enough for everyone. 

Stevie Wonder 



From the afbum, Sonefs In the Key of 
Ufe. C^tght 1976 by Jobete Music Co.. 
inc. & Black Bull Music Inc. 
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Synonym Scrambler 

The student will identify synonyms. 

DIlCCtiCMMS 

Provide eachi student with a list of twenty words; write one of them on the 
chaikboard, scrambling the tetters. The student must identify the scrambled 
word from the list and raise his hand when he has thought of a synonym for 
It. Each correct response earns five points. The first student to reach 25 
points wins the "Synonym Scrambler." 

FoUow-iip ActMtifw: 

1. Adapt the game to be used with antonyms and homonyms. 

2. Play the game of "Password" using synonyms. Provide the student with 
word cards; he must give his partner synonyms as clues. 



Fishing For Antonyms 



The student will identify antonyms. 
Dfarectioiis: 

This game is played like the tradltlonai card game "Go Fish." Use the iist of 
antonyms on page 130 to prepare 26 pairs of "antonym" cards. To begin, 
each piayer is dealt seven cards. In alternating turns, have each student ask 
for the card he needs from the other player, drawing from the deck when he 
Is told to "go fish." Pairs of antonyms are placed in front of the player, and 
the one with the most pairs at the end of the game is the winner: 

FoOow-np AetMtiee: 

1. Have each student choose a pair of "antonym" cards and assemble a cqI- 
lage of magazine pictures representing them; for example, big - little. 

2. Have each student present his collage and give an explanation of it. 
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Night And Day 



9kitt^620 
Olifcctlve: 

The student will identify antonyms. 
Dlff«etioiM: 

Two students &re needed for this activity. Using the gameboard on the 
following page, have one student follow the "night" path and the other 
fSlow tlie "day" path. Provide the students witff 12 '^day" cards and 12 
"night" cards in the shapes shown above, each with a word from the an- 
tonym list shown on page 130. In alternating turns, have each student draw 
a card from the appropriate staclt. He must identify an antonym for the word 
on the card and use both words in a sentence. A correct response allows 
him to move the number of spaces Indicated. The first one to reach "stop Is 
the winner. 

133 



A List o/ Antonyms 



adfott-cHinwy 



-waoteh 



coW-hot 
cookedw* 

^ed-sw^aw 

dangeto"'-'*** 
daik-l*^ 



down-up 



fdse-tfue 

fat-thin 
few-many 



found-losi 

,^^,^sweVtertn9 
fresh-side 



happy-®^ 



tengihen-ahortcn 
toser-wlnnef 



tnost-teast 

occupted-vacant 
ofl-on 

ofdJnaiy-sW^se 
plenttful-^carcc 



puB'PUsh 
^u^-smoolh 

ahoit-tatt 
^ut-wWsp«^ 

^.gtand 

start-stop 
strong- weak 

tafne-^* 
thlck-thh> 



Say Ahhl 



Skill ^MO 
Objective: 

The student will select the appropriate meaning of a word, according to 
context. 

Directfons: 

This activity must be played with two students. In alternating turns, have 
each student remove a tongue depressor from the can. Have him give a 
sentence using the word printed on It and explain the meaning of the word 
In the sentence. His opponent must give a sentence using the same word 
but In a different context. One point Is awarded for each correct response, 
and the player with the most points, after all words have been used. Is the 
winner. 

FoUoiv^p Activities: 

1. Divide the tongue depressors equally between two students. At a given 
signal, have them write sentences, showing at least two meanings of 
each word. 

2. Assign the group a multiple-meaning word. Provide the students with 
printed materials and have them find examples of the word, showing dif- 
ferent meanings according to usage. 
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S The student wilt identify homonyms and use them correctly In sentences, 

s IMraciioBes 

1 Using the opaque projector, enlarge the gameboard on the following page 
3 onto poster board. Have each student trace his hand on a sheet^of paper, 

2 write his name on It, and use it as his playing piece. P ace In a box paper 
1 hand-shapes, each with one of a pair of homonyms written on it. In alter- 

S nating turns, have each player draw a "hand" from the box, give a homonym 

i of the word, and use both words in sentences. If he is correct, he advances 

£ to the next 6esk, The game continues until one student reaches the 

1 teacher's desk. 




i ''Beer It 



8hffl««4« 

CNi|Mtivcs 

The student will identify words that have different meanings according to 
usage. 

Divide the students into two teams. From the iist of words on the next page, 
prepare cards of pairs of homonyms. In altemating turns, have each student 
draw a card and give a one-wora clue to his team members who must give 
both homonyms and use them In a sentence illustrating their meanings. A 
point Is awarded for each correct response. Play alternates between the 
teams. The team with the most points at the end of a designated time 
period is the winner. 



aerte. a&y 

Mar, a{(B, 
augur 

bomb' 



tiJer 

r«Br.b«ter 
Kew. fcitte 

bore 

?~«*».«««rfer 
•^i^h. how 

i^'^.buffion 
«»che, cash 

<»M8. SCBftfc. 



«»«*8. Choose 

«o8x.Cbfce» 

cojps 
9«eiie 

"WW. deer 



dessert 
rfo. due 

die. 

*». dough 
"^wcfted. duct 
^•5^. you 

fare 

Phase 
few. feet 
fisher, flss^ 

flea. 6ee 
flu. ffue 



flower 
'°«tedfofd 
fere, four 

frays. 



hour, our 

humerus 
^- idol, /dyif 
inn 

*"»W8. nave 
need 
r^.n|5ht 
""ft. nft 

^ ^noes. no^ 

'"PS. bpse 
feafc. leed 



soft, gale 

sambo, 
S^«8.)eans 

Sneiss. nfce 

new 
gourd 



Greece 
^n.giown 
S^».g«»ser 
guest 

hair, haie 
hafl. hau/ 

hay. hey 

hee/. hel/ 
hear, here 
herd 
'^.hfre 
^.hyn,n 
'^^^rf. horde 

hoes, hose 
hofe. ,*ho,g 



tevj, 
finfcs. /ynit 

'°*«^.fode. 
'°*>. tone 

'"^t'e. mafd 

ntate 
Maine 

mien 

;!S''"'^-'«ete 
mfte 

"^.mousse 
"""scie. mussel 

w. ore 
one. Won 

paste 
packed, pace 
pall.pafe 

P«*f- pare, pea, 

'^^•P^fetfe.pajfe, 

^**^.Patfents 

P*"«.P8W8 

'^.P'ece 
pea/, pee, 

pur, 

Pedd/e 
PBer.p/er 

Pfe«.p/ate 
P<*B. pour 

• P«j«. p,^ 



i«ed 

'^'^ rite, wrtte 
ring. Wring 

"I^' n>wed 

We. wrote 

salf. safe 
Seen 
seem 



serf, surf 

s«*.so.sow 
«hear. sheer 
Sged 

S<ghs. 8{2e 



soar, sote 
sofe. sou/ 
sum 
stayed 



Prints 

'*°^.P«>phet 
•quarts, quaitj 



*"»e. sweet 

Sunday 

f . ta/e 
tought. taut 

teem 
'ear. tfer 

tease, tees 

J^. th«>u5h 
'hroes.thro^ 
'hyme. time 
«c. tfcfc 
to. foo. fm, 

*°f^' toed, towed 
toe, tow 

'^ed. tr^t 
""<*o. undue 

^e. wefthed 
Waste 

Wore 
wear 

*ood. wou/d 
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9kili#660 
Objective: 

The student wlii interpret 
phrases that form a mean- 
ing other than the literal 
meaning of the com- 
ponents. 

Directfones 

Have students play this ac- 
tivity in pairs. Have one 
student remove the fortune 
from the coolde and read it 
to his opponent who must 
Interpret the underlined 
phrase. If he is correct, he 
keeps the cookie. If not, it 
is awarded to his partner. 
The player with the most 
fortune cookies al the end 
of the game Is the /i^inner. 

Fottow-iip Acthrhiee: 

1. Have the students ar- 
range themselves in 
groups of three to play 
"idiom Charades.'* 

2. Have each student i;eep 
a record of the idioms he 
hears in a 24 hour 
period. Let them orally 
compare their results. 
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sun #660 
Otijcctivos 

The student will identify different types of figurative language. 
DifccCionss 

Prepare cards, such as the ones shown above, using the sentences on page 

138. Shuffle the cards and place them face down on the gameboard on page 

139. In alternating turns, have each student draw a card, read it aloud, ancT 
identify the type of figurative phrase it contains. If the student is correct, 
have him move the number of spaces indicated on the card. The first stu- 
dent to reach the end Is the winner. 
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YouUghtUpMyLife... 



IDIOMS: ^ . 

1. The speech was Greek to me. 

2. fve raddng my brain tor an idea. 

3. The word was on the tip of my tongue. 
4. 1 need to put my nose to the giindnone. 

5. That redly got my goat. 

6. After the prom she was in seventh heaven. 

7. She has a sixth sense about her baby's needs. 



IDIOM 
An Idiom is an 
expression that 
has meaning other 
than its literal 
meaning. 




SIMILES: 

1. He was as hungry % a bear. 

2. She was as genlSe as a lamb. 

3. Today is as hot as an oven. 

4. She was as white as a sheet. 

5. She is as sweet as apple pie. 

6. Her heart was as pure as gold. 

7. He ran like the wind. 




METAPHORS: 

1. "All the worid's a stage." 

2. She is a doU. 

3. Mary is a good egg. 

4. That car is a lemon. 

5. Father is a bear this morning. 

6. The boxer was a tiger in the ring. 

7. Johnny was a monkey in class. 




PERSONIFICATIONS: 

1. The cave beckoned to us to come and expbre. 

2. The sun kissed the happy campers. 

3. Mother's chocolate cake bemed to be eaten. 

4. Jan's kite was Jumping joyfuDy at the end of its string. 

5. The papers were pushing and shoving along the windy street. 

6. The wind shouteaits protest during the n^t. 

7. It fch nice to have my comforter hug me during the cold night. 
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